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itt&au y-Aroy^A&tfy-ATV—w) 

y-Ai yrrt*, tiriey-AAfltcff imtfe** 5 ? 
? L-cBf^or >r xa ^^uatj-rm i <oy-A 

*79 9t frtey-Ax d r maw § t *r«sy- a 

#lf ESS 2 COy'- A Lfcft. mtSMftt ^7^^' 

ffi05* 7 ? * fcHW mttf , mmmco *-r79 9<vm 

jw-m^mmy-^ris-^iz x ixminztitzm 
jjzwiszmtt* 7 9 9<^m^znz.xmm^zmm 

flifEffS 2<oy-A{~#^L*:flL ffiSEftfl*** 5 9 fit 

m<?)* ^y9 9 izmuxif. mmft* ^=?9 9<r>mi 
<o+#> h i ■oomMfosffinitthwa&mi: a mm 

[ 11*31 3 ] MIE»f^f \799 IZii , milSy- 
&yycom¥?.mtt*7 9 9 k&ft&L^ ^U-yycom 

mmft*^?9 9i l zttLx^'tb%.tbt>titz<mit. %<r> 
yycommit* ^799 tz*tt & ws. burj&cie c 

t&g l t v > & z t $■ rat t -r 1. sf&R ixi±2 tcte^cT) 

y-A$iJlilWa. 

y-j^x-n tcso'v y- ^ M«*atc «t 0 tit 

y-Ax yrrtS. KfflEy- AA^JCffi *flWtMf-*> 5 ? 

Miay-A ru— vj^smw s *r79 9 tmtn* 
*v9 9k imey-Ax »j rrtraaw- 4 1 **«y-A 
fc LTcon2 eoy-Ate^-r * y- A«ww*aj&«iefT 

"Ttg^rn y 7 a $ Kit Uz immwx' »-)t, 

mm^2cr>y-Mzw-fiLtz\k. mmw** 79 9# 
ttiz<r>*^7 9 fizmm-ttm , luietew^ a- 5 ? * <oig 

mcr>**79 9 izmuxtf . mtmt&* ^799 



rt«**tfy-Aiw»^a^^*Toy5A£iE 

ti£.Lfzt£ti£i&ifc. 

0, m^^mm—yj^mmL-x. mm^r^ 
7-mz*s& Ltz-cornntmim^^ 799^^ 
fmmtz-th9!m£ft% ozt *m&b-rtffliSR4 iz 
wmv- j*fflwxm&m?r*im%yv 9? a ^ibh l 

[ Brass 6 3 B-rieMf^^ V7 9.9 izn , friay- A7' 

& n^««Bitw ^7?^t l . a %%*ry<rm 

y y<?mmw* ^ 799 izm-z mi<amw&izj&i 
x . mmi&r>T4 ^j^commm/mmvct & xotz 
wt&Lx^hzk^nmk'ri mxm 1 x«i 2 ^ie«g« 

9^fpmLxfmcr>T^y^mL. mmtmuzr 

1 xA tea , Wffl**iifclB*SWfciWH^-^'A' 

At, 

B?iey-Aru— v**tifM"S»^ *7 9 ?tm<r>* 
-v 5 9 9 k lutey-Ax u rrt-caea-t 4 fc «igy-A 

MIES 2 coy- Atc^fir L>tf*, MIB^^f J r7 99fi t 

mco**7 9?<,zmm-ttu£. mm<7>**799<r>m 
xn-^friyimiy-^yu-^izx^xMiRZixtzm 

huIES§ 2 fOy-Atc^fl Ufctt, frlE^^ 7 ^ 9tf 

m**-* 7 9 9 azmuxiii, mam**7 9 9<Dmti 
co*fr$> i ^cDmm*mm^i,z-t&mm$:t7%o- 

mmsw.<7)®mzmrs\. ^x mmw* \7 9 9 \,zn-th 
mxnmm^mximmT^cowmzmT i tzmz . wtr 
las i ^y- a izw+f l . &fcffiiessfis* t??^ 

m. 

Ciff*iH8 3 y-Aroy^A^-y-Aru—vco 
y- a a?j ic^^v y- a*j»#sk i o ffM s 
y- ax >j7rts, miey-A a^j tc^^af^f *79 
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4 -r^zfotx . 'fibmM.^fLti^n^^mmfr- 7>v 

*r?9 9 k nuiBy-AX 'J Trt"CH»*-5 fc**«y-A 
t LT^2^y-jU^tf-TI»y-ASiJffll^a* i »T 
^flg&Tny5A£iEttLfciett«fre*o't, 

buIbus 2 coy-Atc^fif Lfc«» ursaft^ -v 5 ? 

fficodf +57^ fc:»f Witf , mif Bffico 3- ^* 7 ? ? cofig 

*o-**»^waEy-Ar v-^z x ~> xm^titM. 
ttmmft* -e 7 9 fomjjizmzxmnmz&mTii 
mz-t&mmzn*^ 

msm 2 ny-Mzwn Ltz&. mm&**? 9 

ffico* *v9 9 IzWdtHt. f9!EJftfisdf + 57^ <off&i 
<r)*trb 1 -ocom^mm^iz-t^m^ff^: 0 - 

mmm<mmzm^xm%mft*^^9 9^zn' i ?h 
i^<vmi^mximm7F*i<7>>imz&TLt:mz. m 
szm 1 coy-Mzwn t , vtizms&ft** y 9 9 tm 
Co**??? tms&y-j>x-VTfaX'mm-z>&x\ m 

ft^M^rn/^iJ IBIS Ltd Btg&ffr. 
[00 0 1] 

[ f&B|]co«-$- &&tfiftm ] £ «iy-Arn/ 5 A 

tztzMizm^x comsco^ffiMZ 

=5r/n y 5 A^ttSftfciEttJKttfcH'r 4 . 
[0002] 

[fal#<0&«] (fi!*01Jl ) &#-^»£>iXTV^.r<0 

mcoy-^mmumt lxi&. nmw- 11-20703 

% fc" 2r tdfe&cr,* v 9 T 7 ¥- 9 Sr f Offl L T . ffi 

a^y-Aaciostwy-AigKLtftv^/s, ph 

Scoy-Ajgia-Cco^' -y 9 T -v 7t—9 Srf • M Ltzdf- 

mwmm^-Mz-fr^x^h* 

[0003] £<0+T-*;&5rfccO{±, r^vW^ 
(V7Mp D n «) T'£>9. ^OtOTti, a«y 
-A1TGAME BOYj ( SJJp a p£ ) T'JtlBV 7 h Sr 

mmLxmm<o : eyx?-**y9?^mm. R^mii 

WfiJtSr-ffW S5Sffly-A« TN I NTENDO 6 

4 j ( m ) Tfficov 7 hizx o fl&oy-Ar u-^* 

cofflif. Kr>^Lt^yx?-** : 7 9?^zXhn 
«y-A£fi-$:-3«k5tcLTaSLtrfc<OTfc*. 
[0004] •?■ LTs ±iBy-AigJ«tp*j£T(i. fflffi. 



-V-cO-t dr-v -5 ? i: h U— -S t ^ofcjiltf 

tfir-Sr^l. Xotztc-oX^Z. 

[0005] (m&M2 ) -77, m-f-y-A-eu:^ 

y. hU-f< y^-h'y-AtU, * lift 9* 

icoi oiM'-t^ yy*— Hy— A-ctt. #-ny 

-A-C<OW«S:-ff«rV^-t^S*IBg-IW=JCt."C M/-f ^ 

[0006] (M*s«3 ) 4*: . m-^y-Aow^ 

ir» l , %mmmcr>mmmi>mfecr)miz&-rz, r t ^ 
i^^wr 77L, i<7> i^-K^r -y rcE txmttmji 

&*<7Mft* *v9 9 izffifrZ X o %mftit i ft%btL& 
[0007] 

[ fffltfMft. LX o t ~r&¥km ] Lj6»4 tc . ±IB#* 
( 1 ) cototli. »«BS«(ciBt/i*>'X^-^+5 

±x\ mm9--7>i-%t'X'micoy-Awm±£mmL 
x . sssngy-y;uktJ5vv7)y-A«ai/. MSta 

•/7*$fL7ty-A^- h U -y r>"SrfflV%T. ffiy-A« 
«y-A«fWc J: OM^-H 3 t> 0)Vi>&frt> . 
««Sr#5±IB ( 2 ) <7)M/-Ky-A^it^Tffie* 
(cWtifcv^fciajB^fc-oJt. -r**)^. JJB (2) 

&t>c7re&6*#>. CDh-Sr^y-A^lX 0 Aiiil(f 

[0 0 08] L*»L-it*^, BU^L/c«t3=5:t«* (2) 
CO y- Att*J»X y 3^ b"-3E& i: coy- At i3V>T(i:. 

fttae»y h v- YZtihtK w^y-^wg&temz 
M.i^7-'-9^hi—v ( xamzT- ? com&m ) 

ZtlZ>i>cr>X-hhfrt=. %p D pi*coh^-KJ;Ot>®ii 

[0009] ZCDXJzCDtzMz, ZCOWftglZ. ^*C0 
% n a pi*c0M^-Htc^i)Sy-AC0RlijSfc LT. & 

[0010] -T-5:*)*>, ±IB ( 2 ) coy-A{ci>v^(i 
^{c^-F^OM^-h'^'-fT-Sr^ix-Stcoco, #-]-' 

aiWiEpieisiTjt t cnx'h&frb . - h s-**«js 

■H-ri»J:d -Sri tJi-ff-^odi: =5rv>. t"^*>. 
^-Ka^ti-tyx^-dr+^^^co^i:, -eco^-v 
7 ^ ^co^ffi^»g^)^^JStt^ fc-*o'Ep6iJtc i 0 
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$MkZ-&&ZktfX'Z%^. 

[0011] fit, m\L%i£Z>ZktfX'1*%^tztfX' 
comjiT-fZm oftk'Oh U- K Ut tc oZk 

h-^sf/Jn^c^^j:^^. aav^ia^i!T••$> , ?, ZCDX 
hzk cofotizm* hzk im a> a»-c* s t # 

[0012] i/s, ±iet£*?>n-;i^rw V?y—J± 
tciiv >Tti, . MM L£ u-^/i-T -y rrojKtcSfrt 3rfg7j# 
aW^^P -v y 9 9 iz iMhh X o r> X \ \ h #\ \KX"f 
-A.7U— -t&liiOX'h&frb. mAkeMby^rf 

^Km&mzx^^t^^timm^h^ti. * 

tzfat WLUXUKJUT v-TLXm^imbh^Th h 

&t>, y-A&ftnm^zX'ixmtizm^ifZi&M 

[0013] fU. y-^^jmX'WMLtzT^T- 
^Z&lz-olT&ZklzXK). «f»tf>fl£*J if 

* y- a#*t * x'?>mzmz~?w& z t tfx-z %^tz 

Z<n¥-2*£^Rmz£x&mLtsc:bti t X'%&y 

-A.yU—^rf—St L AH v& V> t ^ o |B]gIA*& o „ 
[00 14] 

Z<T>WmX'\X. ■ZmLcoXoKT^T^ZBLX, % 

IX 0 &*IT € *f«y- ATI 3fth.{f ffi^j 4 tt& 

i t A*T# . y-A£ffc£^&W«&<sSjLtr 

-r t tfx-z h x o t lt , t?a Ltz x o tcfflMzmm-t 

[00 15] 4fc, ** ; ?7?<7)m}]%L£3£itZ-£&X 

oizLx^&frt>. ^^yffn^x'tmtf^JtztL 
ztck-commzmmx-z & y-^mwirm&mmxm 

[0016] X O&ffcWteli, OT<7)<J: 5=firy-A®]» 

^feavsscfiriS^^ifsriE^T-n 9=> a a<i sis? titz 
[0017] < i > y-Aroy^AS-Vir-Arp 

+7?^ tx mfecoT << ta ttb-rm 1 »y 



tmen** v99k Miey-AX »J TF"j"C3Ij§"f~& t St 

a- 5^ ^cofg^co— ||^A,Hulsy— A7V- V k: J: -?T 
tw^fi 1 L7tf^, mrie^^ -v 5 ^ ^* s fBl«0^ -v 5 ^ ^ 

[0 0 18] ( 1 ) <r>^mzXK&. ws«nw*hm\ 

coy-£.km2<7>y-j»k*3fL. -*«y-A^ 
y-Ati -o-c fries i «y-A?»fty-AO)fiai 

aEtts<vtsi«K*tiitt-r4 i t *«r«gt . 4 

[00 19] ttz. mftLtiXHz, r^T-ASrKOS 

ttx itttmy-j^x-mmumji *mm-hmz*%& 
z k . y-A^^^Tirs.w(cp§^ < m Lts z t 

X'Z & X o iz tx , taLfc J; 3 =Sr(33S£8?ift'-ra i t 
[ 0 0 2 0 ] mm?)*- K h U- Hy-Afi0«t d 

SflSlv>»#*-v ^ ^ 9 trmJXW t Wt&*°5 99 k 

x"$>-oXi> tmr& zkiz**). siv ^«ffl^{± 
k ^^fzmmtfm&X'Z htzfr. y-j* uwcrmm&m. 

&tcft%hti& X o %m&W&t & z k W*ffik tc 

h. £>u mjiizmtx!&gikX'2£itz-&zxo(,z~rti 
it. ®g z m.*i tsfx-mti^mhix h -*im& t^nm l 

c7)fST^*-r i k fimmzm.mx'Z & . 
[ o o 2 1 ] ( 2 > _ht e ( i ) comuz&^x . Htrie 
3f€<D7*>f xA^ggLaj-rc t iz x o . m-h^immy- 

iyjjWwiBflw^'f ^ 5 ^ y fc J: Offiffl^^-rS^SS: 

[002 2] (2) coftWlzXtltf. mLliiLtiTJT 

Mzx^xmttffifttfmh&frb, m&nxstcT'i 
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[0023] (3) JfcJE ( 1 ) Xli ( 2 ) cr&mizto 
ffiStfl** *y99b L , SKir^lOIEtftff =f ■* 

5 ? 9 km Lx¥tbm*b t>tifc®&b . -e<7)-f Pilule 

hZb^Wib^h. 

[0024] ( 3 ) comuz xtia. vycomnim* 

"TtBtttfiHT < h tub. o KEWISifeZ'tt t\f 

gmnfecom^tizx^x, j:9a^w^-y*i 

[0025] ( 4 ) y-A7n/9AS^y-A7*l/ 
-A t , MlEy- AT L—~ W&fcti fisf^^f -v 5 ? ? 

^fteco^^ 5 ? * t ffiey-Ax y r rtTiBS-f 6 t *f 
x, mi-m2coy-Mzw<rLfd£, msm***?? 

9 ifmcr)* *r=>9 9 \zm\ttO,t . Ml EfftO -f7?^ 
<o«g* <7)-H*> buIE^'- a ri— ^t; J; -? T iliR $ ft 

m^mz-t h >>mz?T%\, •> , mie^ 2 ^ y- a iciwf l 

fc« . HUlBtfef^df -V 7 7 ? T^fffiCOdf -Y =>99 izfXtiti 

m^lzT&WM£ft%oMWn®$:&tsy-J*®W% 

[ 0 0 2 6 ] Zen ( 4 ) awjfcj:*i«r. ±ie ( 1 ) fcisi 
mtim&wftthz t * { t-# a . 

[0 0 2 7] (5) ±IE(4) WfWHfcfc^T, SfHB 

(dajawwawMf + 5 ? * t «fc 0 *im:-*-6«a* 
nzoztzumt-tz. 

[ 0 0 2 s ] i« < 5 ) <o%h^k ±itar % ±a ( 2 > <o 

[ 0 0 2 9 ] ( 6 ) ±12 ( 4 ) X« ( 5 ) OfElt^fr 

«o»B^tctjv^. iwaifl^nr Miay-A 
fSdfi*<m%£ tttz a »R£ we a s a. 



imtiF^vyrfltZttLXl-tbfeitobtifzn&b. 

vrtyimmfr* ? ^ fiztt-rzmimmmzizf&i 

[ 0 0 3 0 ] ( 6 ) WJUzXtUi, ±K ( 3 ) 

b mmcoyjgkffMWx* & « . 

[003 1 ] (7) y-ArD/7AX{/y-A7U 

^^■S. r'-Ax »j r Sr s Miey-A v ^f^^f 
+ 5?^^iLTBTg^fA^L. ^tasiLai 

9 9ifim<r>^^ v9 9 tMISy-AX >J TI*IT*3ffiS-rS 
fc««y-At tT<75m2<50y-A(C^-r£y-A$IJ 

«*&T-fc-9-C, «HE»2oy-Afc:»fiLfc», MIS 
Slf^Jf -v 5 9 9 tmn* *r?99 izm^-ttHi . IJEffi 
W^f A- 7^ ^Oig^jcO— SI*»f>BUiEy*-A7* V'C J; 
o T SIR § ftfc SfcJj $r b5IE**^ *r799<nffiMzH<aL 

xmmizmm^mi>z-n>nmi:n^\ mie^ 2 «y 
9izmitii£^ ms&tt* -v 5 ? ^coffi^j^^*^ 1 

^mximm^iconm^mTLfzmz, mie^ 1 coy 

-MzWfiL, <ZIZ m iE*^^ 5 7 9tm<r>* -v 5 ^ 

^ MfEy-Ax >j rrt-caaw 4 it, MiEm 1 <oy 

[ 0 0 3 2 ] ico ( 7 ) e)wmxix\f. mmLtz 
( 1 > ofswawRKjpi, isi<?)y-Ats2tfoy- 

At^-liDjSL, #tt<oS ! 5:S2ocoy-AS:^Ltf^ 

m imm^y-j*fflffljjmzm®-f& z t & . 

[0033] (8) y—A.Tuf'J&Rt/y—A.y'U 

t-'-ax yrrtJ, mrlEy-AA*^#v 

-^^*Slfi^**ffcsSrlt*feWe»fl^f -v 5 9 9lzffi% 
-%mz-tZ>T-9*rtv9Tv7X*:Vl l Zffl&thm\ 

coy-£.b. 

[0034] t^y-ATu-^imttPthtoft*-* y 
9 9tmco**7 9 9 fcHuisy-Ax y rrt-csKirr* 
t a t lt com 2 tfo y- MzWrf-t h y-JM 

[003 5] IWE»2<0**-^fc:»1 i TL3ttt, luiEfS^ 
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* ?7 ?<omj}co-55frbmzy-£.y° u— w= x ~>x 

MR £ ixtz mi) £ m&m* ^y^^comMzintX^. 

unmzmm^im^-t zmmz'tt*^. Htjiesfi 2 coy- a 

tc^fi 1 L . Ml -v 7 9 ? ^ftUco^f a- 7 9 ? i: 
[ 0 0 3 6 ] .TO ( 8 ) eriffilVlt. ±15 ( 7 ) OSKH 

t mmwwzkzmw-rz z t #t-# & . 

[00 37] 

[ 0 0 3 8 ] HI (c^Wtt, :^t|^§y_A 
IHftttrffiS: jBffl Lfc y- A36B 1 <7Vn- F /□ -y ? 0T 

[0039] 1 «, MffiMfS 2 . £KfHffi 

£*f L T SK»Jffll*aT^flK $ ft* y- AKttflHB 5: g 
fcSfttfl Lilft-r 5 Wmnmk 4 i: , y-A§es 

i c*r Lxmrnumzmthtiz***) y-A#- v y 

•v ^"6 t , ffil?)y-A2tB l fcVff-^oaBBIfctr 
[004 0] f L"C. cicoy-A^siti. H5^-r 

loz-ftL, ^coy-^m.i<r>msmm^7i,zm 
ibto y- Are mcmgrntf-simzmm-ttitf. 

mm<7)7-J±myti:Z-hZio\,zt£-oX\^. ZcoXo 

Lxcoimy-j*xii%,%i>M±. a 
[0041] m5\,z^h^Kmmm.<r)y-hX'\i, 

ffi 1 &j5Tcoy-A#ffia**l^£*i.& J; o tc&-?T v> 
4. oiD. y-TVUSrtfLTiSSfiSfi.if'-^li. 

£8= l y- a £1? & ->tv^ mmmm ( mri ey-Ax y 

7*1*1 ) fc*J»t4fi[{ltBf8-Cft l 5. SSHaatfifffij^ffll^y 
-A£§a 1 <7)tm*xy 9 ^<^lfflitWgtt £>ix 

[0 04 2] 1ME*-h!J 7^'6fc:ll 

*awM* >j ^ * y ««* v ^ h^tc*»f«Dt l*: 

y— A7n y? A R O M 6 A t * -V 5 ? ? R. O M 



6BkLxmm-r&tki>t,z^ &Wk*i&%mmzx4y 

*tf>B«KJgi: Z3S.msi&*Iffil,Zffij&L&<-y7T>yy" 

[0043] z<Dy-£>mw 1 ^i$y-A^a 1 
usfufetf-HJ 7y'rt«y-ArD/7i,ti^v^ 
[0044] zcommcommxit. Ly-^zn* 
tcy-h.wtt ozt tf^imt & t <^ & . -r**>^» 
^im^mmcoy-Amm. 1 ■ • • l^fflMflMnar/iflR 

y-Aisa 1 0>\tt8t3K>y-j>*jjtz£ &m-y- 
j*^jTftxco®m$:ftoh<ox'h-ox. mvmft** 
7 ^ ^ oisney - ax y r rt kriaa s iifc sss l. Sr » o 

[0045] LT, MieJItf^ -v 5 ^ ?Ofiratff!S£ 

Miey-A^ai • • • iia-r*5sv^^»u^**^iii[ 
iey-A^'3iff t , miey-Ax y r rt-c<oM£»ff^ 

-A^ia<o»jffli#g*>*¥ij^ . mmmcr)®. 

smmz* -> tL-n<nm* ^y?? m±x*<mwy- 
<utfm%3%ti. mmimy-^T-* nm&miz x <om 
'nztiz*<Dtiwy-j>v>Bmtimizm^x , ma- 

<Dmt>hU-^f}<frhti^hcoX'hi>. mL<li, H9 
[ 0 0 4 6 ] * fc s m 2 tc^-f J: 3 fc. mE$W^S2 

Mfey-Aroy7A(c&t/y-AA7j#S3^j; 

|> y-AA7J blzj: o T I9IE«*#S 5 <oy-AB*«ffi 
#2r^fi£t. £<?5y-AW«flB8t:as^*MtR*ll»laIB 
4 tf%7-;*U ••/ h 4 ASrffl^T fe^tSIMSrfir^rV 

[ o o 4 7 ] -e tx . y-mm^n.2 mz x y-A 

W&T- f)V 2 C T'T-J6S*6 ^> HfrJgcO*^ S: 7 U 

A 7 ?77 t'J6A K|E« $ flfcflfcb t - ^ Sr M#f 
WM-tZ X o tc|g^^-fC#S 2 B jWSMJP-*-* «k 3 LT 

[ o o 4 8 ] mnmt&frKomz. 
)v 2 d zmm LtitmtffTKfrtiimo&sktfmm&it 
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^■<O7 L -7"/U±T'^* , )^iXJtl«if-C'03 fc^i o (Ch9 

awe* ^* ? ? * « trr«r < . frie-9-r^t*#^ ^ ? ? 

lz LT v >4 , z (nmggtftlz ti>%XZ W~7<?Mfc* 

4 v k A "5 &#>T £tt L & B*R5&f*i. 

Hf* 85 v >*Br fe El=5r < mt Z t tfX'% 4 t jJwoWffC* 

I). 
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Summary 

(57) [Abstract] (♦*****) 

[Technical problem] The storage with which the program which can perform the 
game control method concerning the completely new trade game in which the trade 
for changing the capacity of an operation character according to a wag.ng-war result 
is possible, and the method concerned was memorized is offered. 
[Means for Solution] The 1st game which moves an operation character to a game 
input with the inside of the game area formed of game control means based on a 
game program and the game input of a game player, and discovers a predeterm.ned 
item If the operation character which a game player operates encounters other 
characters in game area, it will shift to the 2nd game as a waging-war game, and it is 
characterized by performing the capacity trade obtained in the 1st game of an 
operation character according to the waging-war result It becomes possible to offer 
the storage with which the program which can perform the game control method 
that the trade which employed efficiently the property of the electronic game that 
electronic data are easily rewritable, by this can be performed, and the method 
concerned was memorized. 
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CLAIMS 

[Claim(s)] . 
[Claim 1] The game control method characterized by providing the followmg The 1st 
game which moves an operation character to the aforementioned game input with 
the inside of the game area formed of game control means based on a game program 
and the game input of a game player, and discovers a predetermined item It is the 
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game control method which will shift to the 2nd game as a waging-war game .f the 
operation character which the aforementioned game player operates encounters 
other characters in the aforementioned game area. If the aforementioned operat.on 
character defeats other characters after shifting to the 2nd game of the above 
Processing which applies to the capacity of the aforementioned operat,on character 
the capacity chosen from the list of the capacity of a character besides the above 
by the aforementioned game player, and makes it usable additionally is performed^ 
The content of control which will perform processing whose use one capacity makes 
improper out of the capacity of the aforementioned operation character if the 
aforementioned operation character is beaten by other characters after shifting to 
the 2nd game of the above 

[Claim 2] The game control method according to claim 1 characterized by 
performing processing which the capacity of 1 corresponding to the predetermined 
item concerned makes usable with the aforementioned operation character with 
reference to a capacity change reference table by discovering the aforementioned 
predetermined item. 

[Claim 3] The main aforementioned operation characters with the aforementioned 
game player always operational in the aforementioned operation character. The 
property which the aforementioned operation character of the factice by whom the 
aforementioned game control means are automatically operated according to the 
set-up target setup existed after it when a target setup was performed beforehand, 
and was beforehand defined to the aforementioned operation character of the 
factice concerned, The game control method according to claim 1 or 2 charactenzed 
by having set up according to the aforementioned target setup to the factice s 
aforementioned operation character so that the discovery possibility of the 
aforementioned predetermined item may change. 

[Claim 4] The storage which memorized the program which can perform the game 
control method characterized by providing the following The 1st game which moves 
an operation character to the aforementioned game input with the inside of the 
game area formed of game control means based on a game program and the game 
input of a game player, and discovers a predetermined item It is the storage wh.ch 
memorized the program which can perform the game control method wh.ch will shift 
to the 2nd game as a waging-war game if the operation character wh.ch the 
aforementioned game player operates encounters other characters ,n the 
aforementioned game area. If the aforementioned operation character defeats other 
characters after shifting to the 2nd game of the above Processing which appl.es to 
the capacity of the aforementioned operation character the capacity chosen from 
the list of the capacity of a character besides the above by the aforementioned 
game player, and makes it usable additionally is performed. The content of control 
which will perform processing whose use one capacity makes improper out of the 
capacity of the aforementioned operation character if the aforementioned operation 
character is beaten by other characters after shifting to the 2nd game of the above 
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[Claim 5] The storage which memorized the program which can perform the game 
control method according to claim 4 characterized by performing processing which 
the capacity of 1 corresponding to the predetermined item concerned makes usable 
with the aforementioned operation character with reference to a capacity change 
reference table by discovering the aforementioned predetermined item. 
[Claim 6] The main aforementioned operation characters with the aforementioned 
game player always operational in the aforementioned operation character, The 
property which the aforementioned operation character of the factice by whom the 
aforementioned game control means are automatically operated according to the 
set-up target setup existed after it when a target setup was performed beforehand, 
and was beforehand defined to the aforementioned operation character of the 
factice concerned, The storage which memorized the program which can perform 
the game control method according to claim 1 or 2 characterized by having set up 
according to the aforementioned target setup to the factice's aforementioned 
operation character so that the discovery possibility of the aforementioned 
predetermined item may change. 

[Claim 7] The game control method characterized by providing the following The 1st 
game which memorizes the data which make new capacity usable in the 
aforementioned operation character based on the capacity change reference table 
which moved the operation character to the aforementioned game input with the 
inside of the game area formed of game control means based on a game program 
and the game input of a game player, looked for the predetermined item, and was 
beforehand prepared according to the discovered item concerned in backup memory 
It is the game control method which will shift to the 2nd game as a waging-war game 
if the operation character which the aforementioned game player operates 
encounters other characters in the aforementioned game area. If the aforementioned 
operation character defeats other characters after shifting to the 2nd game of the 
above Processing which applies to the capacity of the aforementioned operation 
character the capacity chosen from the list of the capacity of a character besides 
the above by the aforementioned game player, and makes it usable additionally is 
performed. If the aforementioned operation character is beaten by other characters 
after shifting to the 2nd game of the above While performing processing whose use 
one capacity makes improper out of the capacity of the aforementioned operation 
character The content of control which continues the 1 st game of the above until it 
shifts to the 1 st game of the above and the aforementioned operation character 
next encounters other characters in the aforementioned game area, after ending 
processing of that the capacity over the aforementioned operation character is 
usable or that it cannot be used based on the victory or defeat of the 
aforementioned waging war 

[Claim 8] The storage which memorized the program which can perform the game 
control method characterized by providing the following The 1 st game which 
memorizes the data which make new capacity usable in the aforementioned 
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operation character based on the capacity change reference table which moved the 
operation character to the aforementioned game input with the inside of the game 
area formed of game control means based on a game program and the game input of 
a game player, looked for the predetermined item, and was beforehand prepared 
according to the discovered item concerned in backup memory It is the storage 
which memorized the program which can perform the game control method which 
will shift to the 2nd game as a waging-war game if the operation character which the 
aforementioned game player operates encounters other characters in the 
aforementioned game area. If the aforementioned operation character defeats other 
characters after shifting to the 2nd game of the above Processing which applies to 
the capacity of the aforementioned operation character the capacity chosen from 
the list of the capacity of a character besides the above by the aforementioned 
game player, and makes it usable additionally is performed. If the aforementioned 
operation character is beaten by other characters after shifting to the 2nd game of 
the above While performing processing whose use one capacity makes improper out 
of the capacity of the aforementioned operation character The content of control 
which continues the 1 st game of the above until it shifts to the 1 st game of the 
above and the aforementioned operation character next encounters other 
characters in the aforementioned game area, after ending processing of that the 
capacity over the aforementioned operation character is usable or that it cannot be 
used based on the victory or defeat of the aforementioned waging war 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] This invention relates to the storage 
with which the program which can perform the game control method that the 
improper worth of dominance based on the result which opposed the characters 
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which the character was grown up by game operation of a game player, and were 
grown up is shown to a game player, and the method concerned was memorized 
based on a game program. 
[0002] 

[Description of the Prior Art] (Conventional example 1) As this kind known from the 
former of the game control method As it is in J P,1 1-207033, A, the backup data of 
the result which performed training of a character etc. with the 1st game machine 
are used. The game control method of enjoying a waging-war game with the 2nd 
game machine of other kinds which were excellent in the throughput and of having 
used the backup data between the game machines of a different model is a boom 
from the 1st game machine of the above. 

[0003] Things famous in this are "Pocket Monsters" (soft product name), and in this 
thing, using the above-mentioned software, as they perform the waging-war game by 
the monster character in which capture and capacity training were performed, and 
other game players captured and raised two or more monster characters with other 
software with the home video game machine "NINTENDO 64" (product name), they 
enjoy it with a handheld game machine "GAME BOY" (product name). 
[0004] And by the above-mentioned game control method, play of trading with the 
monster character of other game players the monster character captured and raised 
can also be performed now. 

[0005] (Conventional example 2) On the other hand, although it is not an electronic 
game, "magic gathers phosphorus", the "play king", etc. are a boom as a tray 
DINGU card game in recent years. Waging war in a card game is held, according to 
the waging-war result, a tray DINGU card is traded and such a tray DINGU card 
game is played. 

[0006] (The conventional technology 3) It is as a result of [ the ] waging war, a 
match plays against the enemy character which the computer of others [ character 
/ operation ] operates, whenever it gains a victory, an experience value acquires, 
whenever the accumulation value of the experience value concerned reaches a 
predetermined value, it improves in the role playing game as a famous kind of 
electronic game again, and that to which the production which is equipped with new 
capacity in the operation character according to this improvement is performed also 
exists. 
[0007] 

[Problem(s) to be Solved by the Invention] However, conventionally [ above- 
mentioned 1 by the thing of (1), after that not the trade of a monster character 
according to the waging-war result but game players agree a telecommunication 
cable etc. — the 1 st game machine — connecting — a telecommunication cable and 
each other game machine concerned — and Since the monster character captured 
and raised is traded by game operation of the aforementioned game machine using 
GEMUKA-TORIJJI backed up usable, there was a problem that enjoyment was 
missing compared with the trade game of the above (2) accompanied by waging war. 
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That is, as for becoming more interesting, it is clear to give the added value which 
has superiority or inferiority according to a waging-war result like the above (2), if it 
is taken in by the play of MENKO, a marble, etc. for many years, and this is taken in 
to an electronic game machine, since it is what is recognized to be interesting in 
human being's instinctive portion. 

[0008] However, since the data which are not visible are traded (or only 
transmission and reception of data), in order to offer the idea nature superior to the 
trade of the goods itself, a device is conventionally [ which was mentioned above ] 
needed in the case of an electronic game, although the goods itself are traded in 
games, such as the game nature and MENKO of (2), and a marble. 
[0009] For this device, this artificer noted the following points as a trouble of the 
game concerning the trade of the conventional goods itself. 

[0010] That is, although the trade of a card etc. is actually performed in the game of 
the above (2), since it is printed, the card itself cannot perform that the card itself 
grows. That is, although the life value and offensive strength of the character, the 
special attribute, etc. are clearly written to be the pictures of a monster character in 
the card itself by printing, it cannot be made to change about the capacity data used 
for waging war of these "life values, offensive strength, special attributes", etc. 
[001 1] And the trade of taking specific capacity data with the monster character of 
a certain card it not only not being made to change but cannot be performed, either. 
As it was in a movie or SF novel, the production of taking such a partners capacity 
is interesting production, and thought it clear introduce [ such production / into the 
trade game concerning a waging-war game ] to lead to improvement in idea nature. 
[0012] Moreover, in the above-mentioned conventional role playing game, although 
the operation character was equipped with capacity new to the degree of 
improvement mentioned above, since a game play is carried out by one person, it 
was involved and there was a problem with others that enjoyment was missing 
without **. And if it only fights with an enemy, since it improves, capacity is 
equipped and it was not able to grope for the short cut which learns capacity by 
research of the game itself, the waging-war play with very monotonous waging war 
until it improves is repeated dozens of times, and the experience value was earned. 
[0013] And although special capacity could also be acquired by attaching to the 
body the item acquired in game area, since the capacity was not able to be learned 
before a game end when the item has forgotten to be taken, there was a problem 
that the game was not in a part of game player which can enjoy all as much as 
possible. 
[0014] 

[Means for Solving the Problem] From the above technical problems, an item like 
treasure hunting is looked for by this artificer. By combining the 1st game which 
gains in capacity from the discovered item, and the 2nd game which performs 
others' operation character and waging-war game using the acquired capacity, and 
performs a capacity trade according to the waging-war result If it does its best in a 
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waging-war game even if it forgets to take an item, can obtain an opportunity to 
acquire capacity, and it enables it to enjoy the whole game without dark circles as 
much as possible. The storage with which the program which can perform the game 
control method which solves a problem which was mentioned above, and the method 
concerned was memorized, and a game system are offered. 

[001 5] Moreover, since it is made to change the number of capacity of a character, 
the storage with which the program which can perform the game control method 
which can solve the problem of waging war being stopped by the appearance of a 
character, and the method concerned was memorized, and a game system are 
offered; 

[0016] More specifically, the storage with which the program which can perform the 
following game control method and the method concerned was memorized, and a 
game system are offered. 

[0017] (1) The 1st game which moves an operation character to the aforementioned 
game input with the inside of the game area formed of game control means based on 
a game program and the game input of a game player, and discovers a predetermined 
item, It is the game control method which will shift to the 2nd game as a waging-war 
game if the operation character which the aforementioned game player operates 
encounters other characters in the aforementioned game area. If the aforementioned 
operation character defeats other characters after shifting to the 2nd game of the 
above Processing which applies to the capacity of the aforementioned operation 
character the capacity chosen from the list of the capacity of a character besides 
the above by the aforementioned game player, and makes it usable additionally is 
performed. The game control method including the contents of control which will 
perform processing whose use one capacity makes improper out of the capacity of 
the aforementioned operation character if the aforementioned operation character is 
beaten by other characters after shifting to the 2nd game of the above. 
[0018] According to invention of (1), it has the 1st game and 2nd game from which a 
kind differs. Efforts increase the capacity of an operation character honestly in one 
game. The result of the game obtained in the 1st game of the above by the 2nd 
game was called scramble. It becomes possible to offer the storage with which the 
program which can perform the game control method that the trade which employed 
efficiently the property of the electronic game that electronic data are easily 
rewritable can be performed, and the method concerned was memorized. Moreover, 
since the capacity which should be acquired from the list of a partners capacity can 
be chosen when it wins, the fall of idea nature, like only useless capacity increases 
is avoidable. 

[0019] Moreover, if it does its best in a waging-war game even if it forgets to take 
an item as mentioned above, an opportunity to acquire capacity can be obtained, and 
a problem which mentioned it above as much as possible as was able to enjoy the 
whole game without dark circles can be solved. 

[0020] Moreover, the appearance and capacity of an operation character are not 
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really indivisible like the conventional card trade game. The player which has a 
strong character from a partners strength not being known until it is pitched against 
each other, since the trade of only capacity is enabled In search of strong operation 
KYAKUKUTA, even if it is with a weak operation character, it will be pitched against 
each other, furthermore, the grade that it is the same since it becomes strong — a 
weak waging-war partner Since the environment where a match is played against 
**** in order to take the capacity of a strong operation character can be offered, it 
becomes possible to offer the environment where waging war of the game itself is 
held frequently. Causing the fall of the number of waging wars of not being pitched 
against each other since there is no capacity which is not pitched against each 
other from possibility that capacity will be taken only by seeing the appearance if it 
is made to make it change to the appearance according to capacity, or is taken can 
imagine easily. 

[0021] (2) In invention of the above (1), capacity of 1 corresponding to the 
predetermined item concerned is characterized by performing processing made 
usable with the aforementioned operation character with reference to a capacity 
change reference table by discovering the aforementioned predetermined item. 
[0022] According to invention of (2), since new capacity is equipped by the 
discovered item, a possibility that the number of capacity may be restricted can be 
reduced compared with what equips an item like before. 

[0023] In the above (1) or invention of (2) (3) In the aforementioned operation 
character The main aforementioned operation characters wjth the aforementioned 
always operational game player, The property which the aforementioned operation 
character of the factice by whom the aforementioned game control means are 
automatically operated according to the set-up target setup existed after it when a 
target setup was performed beforehand, and was beforehand defined to the 
aforementioned operation character of the factice concerned, It is characterized by 
having set up according to the aforementioned target setup to the factice's 
aforementioned operation character, so that the discovery possibility of the 
aforementioned predetermined item may change. 

[0024] In order that possibility that an item will not be found may come out 
according to a target setup of a factice's aforementioned operation character 
according to invention of (3), if what target setup is performed, it will become 
possible to leave the room of research of which item is found. Especially, the fun of 
research with a capture book etc. can be increased by making the pattern of 
combination increase and complicate more with the combination of a target setup 
two or more factices' aforementioned operation character. 

[0025] (4) The 1st game which moves an operation character to the aforementioned 
game input with the inside of the game area formed of game control means based on 
a game program and the game input of a game player, and discovers a predetermined 
item, It is the storage which memorized the program which can perform the game 
control method which will shift to the 2nd game as a waging-war game if the 
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operation character which the aforementioned game player operates encounters 
other characters in the aforementioned game area. If the aforementioned operation 
character defeats other characters after shifting to the 2nd game of the above 
Processing which applies to the capacity of the aforementioned operation character 
the capacity chosen from the list of the capacity of a character besides the above 
by the aforementioned game player, and makes it usable additionally is performed. 
The storage which memorized the program which can perform the game control 
method including the content of control which will perform processing whose use 
one capacity makes improper out of the capacity of the aforementioned operation 
character if the aforementioned operation character is beaten by other characters 
after shifting to the 2nd game of the above. 

[0026] According to this (4) invention, the same effect as the above (1) is 
expectable. 

[0027] (5) In invention of the above (4), capacity of 1 corresponding to the 
predetermined item concerned is characterized by performing processing made 
usable with the aforementioned operation character with reference to a capacity 
change reference table by discovering the aforementioned predetermined item. 
[0028] According to this invention of (5), the same effect as invention of the above 
(2) is expectable. 

[0029] In the above (4) or invention of the storage of (5) (6) In the aforementioned 
operation character The main aforementioned operation characters with the 
aforementioned always operational game player, The property which the 
aforementioned operation character of the factice by whom the aforementioned 
game control means are automatically operated according to the set-up target setup 
existed after it when a target setup was performed beforehand, and was beforehand 
defined to the aforementioned operation character of the factice concerned, It is 
characterized by having set up according to the aforementioned target setup to the 
factice's aforementioned operation character, so that the discovery possibility of the 
aforementioned predetermined item may change. 

[0030] According to this (6) invention, the same effect as invention of the above (3) 
is expectable. 

[0031] (7) The inside of the game area formed of game control means based on a 
game program and the game input of a game player Move an operation character 
with the aforementioned game input, and a predetermined item is looked for. The 1 st 
game which memorizes the data which make new capacity usable in the 
aforementioned operation character based on the capacity change reference table 
prepared beforehand according to the discovered item concerned in backup memory, 
It is the game control method which will shift to the 2nd game as a waging-war game 
if the operation character which the aforementioned game player operates 
encounters other characters in the aforementioned game area. If the aforementioned 
operation character defeats other characters after shifting to the 2nd game of the 
above Processing which applies to the capacity of the aforementioned operation 
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character the capacity chosen from the list of the capacity of a character besides 
the above by the aforementioned game player, and makes it usable additionally is 
performed. If the aforementioned operation character is beaten by other characters 
after shifting to the 2nd game of the above While performing processing whose use 
one capacity makes improper out of the capacity of the aforementioned operation 
character Until it shifts to the 1st game of the above and the aforementioned 
operation character next encounters other characters in the aforementioned game 
area, after ending processing of that the capacity over the aforementioned operation 
character is usable or that it cannot be used based on the victory or defeat of the 
aforementioned waging war It is characterized by including the content of control 
which continues the 1 st game of the above. 

[0032] According to this invention of (7), the game control method that in addition to 
the effect of the invention of (1) mentioned above the 1st game and 2nd game are 
repeated, it becomes that to which the game itself was rich in change since two 
games from which a property differs were enjoyed, and weariness cannot come 
easily can be offered. 

[0033] (8) The 1 st game which memorizes the data which make new capacity usable 
in the aforementioned operation character based on the capacity change reference 
table which moved the operation character to the aforementioned game input with 
the inside of the game area formed of game control means based on a game program 
and the game input of a game player, looked for the predetermined item, and was 
beforehand prepared according to the discovered item concerned in backup memory, 
and [0034] It is the storage which memorized the program which can perform the 
game control method which will shift to the 2nd game as a waging-war game if the 
operation character which the aforementioned game player operates encounters 
other characters in the aforementioned game area, and is [0035]. If the 
aforementioned operation character defeats other characters after shifting to the 
2nd game of the above Processing which applies to the capacity of the 
aforementioned operation character the capacity chosen from the list of the 
capacity of a character besides the above by the aforementioned game player, and 
makes it usable additionally is performed. If the aforementioned operation character 
is beaten by other characters after shifting to the 2nd game of the above While 
performing processing whose use one capacity makes improper out of the capacity 
of the aforementioned operation character Until it shifts to the 1st game of the 
above and the aforementioned operation character next encounters other 
characters in the aforementioned game area, after ending processing of that the 
capacity over the aforementioned operation character is usable or that it cannot be 
used based on the victory or defeat of the aforementioned waging war It is 
characterized by including the content of control which continues the 1st game of 
the above. 

[0036] In this invention of (8), the same effect as invention of the above (7) is 
expectable. 
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[0037] 

[Embodiments of the Invention] The gestalt of suitable operation of the storage with 
which the program which can perform the game control method concerning this 
invention and the method concerned was memorized hereafter is explained referring 
to drawing. 

[0038] What is shown in drawing 1 is the hard block diagram of the game equipment 
1 which applied the game control method concerning this invention. 
[0039] A game input means 3 by which game equipment 1 consists of control means 
2, and cross-joint switch 3A connected to the control means concerned and button 
switch 3B of a couple, The picture control circuit 4 which generates an image and 
transmits based on the game image information generated by the control means 
concerned to the display means 5, The memory game cartridge 6 prepared free 
[ attachment and detachment ] to game equipment 1, and other game equipments 1 
and the means of communications 7 which performs transmission and reception of 
electronic data are considered as main composition. 

[0040] And this game equipment 1 can perform an a lot of people participation type 
game, if transmission and reception of the game information between two or more 
game equipments 1 connect possible by cable 10A by which two or more game 
equipments 1 were connected to the aforementioned means of communications 7 of 
each game equipment 1 through the relay means 10 equipped with the mediation 
circuit as shown in drawing 5 . A thing famous for the pocket game as such game, 
equipment 1 is Nintendo "Game Boy." 

[0041] In the a lot of people participation type game in drawing 5 , the game 
situation in each game equipment 1 view is displayed on the display means 5 of each 
game equipment 1 . That is, the data transmitted and received through a cable are 
the positional information in the map information (inside of the aforementioned game 
area) which is performing the treasure-hunting game, and when it becomes the 
position relation to which the positional information concerned was beforehand 
determined as the positional information of the operation character of other game 
equipments 1, the game equipment 1 of a couple and the waging-war play between 
one are started. 

[0042] The flash memory as one semiconductor memory is built in the 
aforementioned cartridge 6, and while using the field which considered memory 
storage of this semiconductor memory as rewriting addition in soft as game program 
ROM6A and character ROM6B, it is used for a rewritable field as backup memory 6C 
constituted possible [ updating storage of the capacity data of the main operation 
characters, etc. and a target setup of a factice's operation character ]. The capacity 
trade of the operation character of the aforementioned main explained in full detail 
below is performed using the backup memory in which this rewriting is possible. 
[0043] An independent game play is able to carry out based on the game program in 
the cartridge connected with internal memory with this game equipment 1 so that 
transmission and reception of electronic data might be possible to the game 
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equipment 1 concerned. 

[0044] A game which increases the capacity of the operation character of the 
aforementioned main is able to carry out, performing a treasure-hunting game with 
the gestalt of this operation. By namely, the game system by which two or more 
game equipments 1...1 with operational each of two or more game players 
constituted transmission and reception of positional information and waging-war 
game data possible through means of communications 7 game program 6B of the 
same content — being based — a game — going on — the game concerned — the 
aforementioned operation character (the main operation characters — ) With 
movement in the same game area by the game input of the input means 3 of the 
aforementioned game equipment 1 a factice's operation character, it competes for 
treasure hunting arranged in the aforementioned game area of the aforementioned 
operation character, and it is performed. 

[0045] And the aforementioned game advances, exchanging the positional 
information of the aforementioned operation character with each other between the 
aforementioned game equipment When the control means of the 
aforementioned game equipment judge with the positional information of the 
aforementioned operation character in the aforementioned game area having become 
a position relation The waging-war game of the operation characters of the couple 
which became the position relation concerned is started. Based on the victory-or- 
defeat result of the waging-war game which advances by transmission and reception 
of the aforementioned waging-war game data, the capacity trade between the main 
operation characters of the operation character of the aforementioned couple is 
performed. In detail, based on drawing 9 , it mentions later. 

[0046] Moreover, as shown in drawing 2 , the aforementioned control means 2 attain k 
to the aforementioned game program, generate the game image information on the 
aforementioned display means 5 by the game input by the game input means 3, and 
possess game control-means 2A [ that the picture control circuit 4 makes it display 
by performing coloring processing using color palette 4A based on this game image 
information ]. 

[0047] and the game result by game control-means 2A — setting — the above — 
the main operation characters — capacity change reference table 2C — beforehand 
— laws — ****** — if conditions are cleared, it is made for capacity change means 
2B to control to update the capacity data memorized by backup memory 6A as 
capacity data of the main operation character at any time 

[0048] Moreover, when the lottery which used random number table 2D whenever it 
performed capacity change is performed and the result of a lottery becomes 
appearance change, with reference to appearance change table 2E, appearance 
change means 2F are made to control appearance change of the operation character 
of the aforementioned main by sequence defined on the table to be shown in 
drawing 3 . Moreover, appearance change as shown in drawing 4 is made to be 
performed also with not only the operation character of the aforementioned main 
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but the aforementioned factice's operation character, this appearance change — ** 
— the property of the operation character of the factice of ****** is also changed 
based on the data within the game program prepared beforehand Since the above 
"the property of a factice's operation character" is a thin figure when strong, if it 
can enter also in a small crevice and a target setup of the treasure hunting is 
carried out, it can also look for a narrow place without dark circles, or will be a thing 
property. 

[0049] Thus, it constitutes from a gestalt of this operation so that two or more 
operation character A-D (the main operation characters, and C and D are a factice's 
operation character for A and B) may appear, and the pattern and the number of 
stages of change of the appearance differ from each other for each operation 
character of every. However, this the appearance change of that from which the 
appearance may change whenever capacity increases of be [ the character / a 
strong character ] is not necessarily clear just because the appearance is changing, 
since it is chosen by the lottery. That is, even if weak in appearance, when the 
number of times of appearance change by the aforementioned lottery is the 
character which grew few, it may be a character strong in capacity. 
[0050] In the 1st game as a "treasure-hunting game" performed based on the 
above-mentioned game program, possibility that the number of the capacity of the 
operation character of the aforementioned main will increase whenever it discovers 
a precious article is given. That is, if the item (precious article) as a roll of a 
transillumination way is found, the capacity table of backup memory 6A will be 
updated so that capacity change means 2B can use the capacity of the way of 
transillumination based on capacity change reference table 2C ignited by the thing 
[ having found it 1 and control that the capacity of ** carries out to the way of the 
transillumination concerned usable in the 2nd game as a following waging-war game 
will be performed. 

[0051] such — according to the game result of a treasure-hunting game (the 1st 
game), each character of what and character A-D will increase the number of 
capacity, and will go 

[0052] The aforementioned control means 2 are equipped with appearance control- 
means 2G and the item appearance table of the aforementioned item, and it is made 
for the aforementioned item appearance control-means 2G to arrange an item in the 
aforementioned game area with reference to the aforementioned item appearance 
table based on the positional information in the game area of an operation character, 
and the target setting information over the aforementioned factice's operation 
character, that is, taking the aforementioned positional information into 
consideration — the game area itself — the field of the aforementioned display 
means 5 which can be displayed — ****, since the large field is set up It is because 
it does not become useless to carry out the arrangement operation of the item even 
to the field which is not displayed, with target setting information As shown in 
drawing 8 , it sets and is the thing for making it after the instruction involved in the 
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game itself without participation of a game player by control of control means which 
ordered the role of a factice's operation character beforehand as a target setup, 
with the form of this operation, 1. watch, look for 2. enemy, and look for 3. precious 
article — it has come to be able to perform three instructions of The 
aforementioned target setup ends the number of 1. - 3. mentioned above by the 
input in the instruction boxes E and F so that clearly from drawing 8 . 
[0053] (A treasure-hunting game / the 1 st game) 

In drawing 9 , the game play flow of a treasure-hunting game is indicated. In order to 
perform the a lot of people participation type game [ as ] mentioned above, a 
treasure-hunting game starts between game equipment in the state where it 
connected by telecommunication cable 10A. .. Step S20 [0054] Next, a start of the 
1 st game carries out data processing of the control means 2 of each game 
equipment 1 for generation processing of the aforementioned game area information, 
and the treasure arrangement processing to game area information based on the 
game program in a memorv cartridge 6 etc. .. Step S21 [0055] Based on the 
information by which data processing was carried out [ aforementioned ], game 
information is displayed on the display means 5 of each game equipment 1. .. Step 
S22 [0056] Next, by cross-joint switch 3A of the input means 3, if the 
aforementioned operation character is moved in X in the aforementioned game area, 
and the direction of Y, control means 2 will judge that there was the movement 
concerned. .. Step S23 [0057] Next, the treasure arrangement information previously 
arranged in game area is compared with the positional information of the 
aforementioned operation character which moved, and in being a position relation as 
a result of the comparison, it judges with having encountered the precious article. .. 
Step S24 [0058] If judged with having encountered the precious article, it will display 
that the aforementioned operation character acquired the precious article on the 
display means 5. Step S25 [0059] And with the acquired precious article, what 
capacity indicates whether to be ****** and updates the capacity table as capacity 
data in backup memory 6A. - Step S25 [0060] After renewal of the aforementioned 
capacity table is completed, while returning to the aforementioned step S21 and 
performing renewal of the information on the game area accompanying movement of 
the aforementioned operation character (generation processing), treasure 
arrangement processing mentioned above is performed again. After it, processing 
after Step S21 mentioned above is performed, the positional information 
accompanying the aforementioned movement transmits to other game equipments 

at intervals of predetermined through means of communications 7 — having — 
other game equipments 1 — the positional information from .. is also received at 
intervals of predetermined 

[0061] When it returns to the aforementioned step S24 and a precious article is not 
encountered next, the enemy is encountered and control means 2 judge how it is 
inside. Although it is performed by comparison with the positional information and 
the positional information of an operation character of the operation character 
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received from other game equipments 1..1 whether the enemy is encountered or not 
as mentioned above Although the enemy is encountered with one game equipment 1 
by the time lag by communicative transmission and reception Since [ that it may not 
be ] he wants to encounter an enemy with other game equipments, the game 
equipment 1 judged as the enemy having encountered When the signal which tells 
the purport which encountered the enemy is transmitted to a partner s game 
equipment 1 and the signal concerned is received, it is made to judge with having 
encountered the enemy who gave priority to this signal regardless of the comparison 
result of the positional information of each aforementioned operation character. .. 
Step S27 [0062] When not judged with having encountered the enemy, it returns 
before Step S21 mentioned above, and generation processing of game area 
information data and treasure arrangement processing are calculated again. 
[0063] When an enemy encounter is carried put, it shifts to the waging-war game 
(the 2nd game) shown in drawing 6 mentioned later. .. Step S28 [0064] After shifting 
to the 2nd game of the above and completing the 2nd game of the above, again, shift 
processing is made by the 1st game of the above, it returns to Step S21 mentioned 
above, and the 1st game of the above is resumed. 

[0065] (A waging-war game / the 2nd game) In drawing 6 , the game play flow after 
the waging-war game mentioned above was started is indicated. In accordance with 
this game flow, the game control method concerning the capacity trade in a waging- 
war game is explained below. 

[0066] If a game is started by the game equipment 1...1 which the game player of 
plurality [ game / treasure-hunting ] operates as mentioned above Each game 
equipment 1 with which it was transmitted to each game equipment 1 through the 
aforementioned relay means 1 0, and the positional information of the operation 
character in each game equipment 1 received this positional information The 
position of the operation character (for example, any of character A-D are they?) 
operated with the game equipment 1 concerned, In being in the physical relationship 
of the predetermined range which compared the positional information of the 
operation character in other received game equipments 1, and was defined 
beforehand While shifting to waging-war mode, ****** concerning the information 
and capacity concerning the appearance is transmitted to other game equipments 1 
in the physical relationship of the predetermined range as the waging-war signal for 
shifting to waging-war mode, and character information concerning the main 
operation characters pitched against each other. 

[0067] Also in other game equipments 1 which received this waging-war signal, while 
shifting to waging-war waging-war mode ignited by having received the waging-war 
signal concerned, the information concerning the appearance and the information 
concerning capacity are transmitted to the game equipment 1 of a waging-war place 
as character information on the main operation characters. 

[0068] And the electronic data of the main character ROM6C in the mutual cartridge 
6 are used by control means 2 that the appearance of the main operation characters 
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of the partner pitched against each other mutually should be displayed on the 
display means 5 of mutual game equipment 1. Thus, after a waging-war partners 
main operation characters are mutually displayed on a partners display means 5, a 
waging-war game starts. ... Step S1 [0069] The game equipment 1 which transmitted 
the aforementioned waging-war signal is speciality, and the aforementioned waging- 
war game performs an attack or a defensive game input by the game input means 3 
for every turn. And the operation of whether the attack hit as the partner The 
control means 2 of a partner s game equipment 1 bear, and the damage of the main 
operation characters is subtracted by the control means 2 which calculated. The 
damage numeric value and character information, such as the remaining life points, 
are transmitted to a partners game equipment 1, information, such as a damage 
given to the partner based on this transmitted character information, is displayed on 
the display means 5, and a player is notified. Such transmission and reception are 
performed for every turn, and victory or defeat are determined in the stage from 
which the life point of one which is finally pitched against each other of the main 
operation characters became zero. ... Step S2 [0070] ** [ determination of victory 
or defeat / display / the data of character ROM6C in a cartridge 6 / by control of 
the control means 2 of the game equipment 1 concerned / on the display means 5 
of the game equipment 1 which a winners game player operates / the capacity trade 
screen shown in drawing 7 ] ... Step S3 [0071] If a winner's game player chooses 
capacity needed from Capacity A and Capacity B which are the capacity which a 
waging-war partners main operation characters have/Capacity C, Capacity D, and 
Capacity F here The capacity which the aforementioned waging-war partners main 
operation characters have is taken, and if it becomes a hit by lotteries, such as 
adding to the existing capacity of the main operation characters which became the 
winner whom he owns, or a roulette game, the addition of the capacity equivalent to 
the hit can be performed. 

[0072] When choosing capacity needed from the capacity which the aforementioned 
waging-war partner s main operation characters have, capacity needed is chosen out 
of "1. the capacity which can be taken", capacity needed is arranged in the 
selection box A, and the determination button B is pushed. ... Step 4 [0073] The 
signal about the capacity taken to the game equipment 1 of the game player of the 
loser deprived of capacity by the input of this determination button B while the 
capacity historical data for making usable the capacity data which correspond to the 
selected capacity out of two or more capacity data beforehand prepared in game 
program 6B rewrote the capacity table of the operation character of the winner 
concerned beforehand memorized by pack rise memory 6A transmits. Reception of 
this signal of a losers game equipment 1 side performs rewriting so that use of the 
capacity for the capacity table in backup memory 6A of the main operation 
characters of the loser of the game equipment 1 concerned to have been taken may 
become improper henceforth. ... Step S6 [0074] An end of rewriting of a capacity 
table with the main mutual operation characters of a winner and a loser terminates a 
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waging-war game. 

[0075] In choosing the lottery by roulette, it pushes a start button D. A push on a 
start button D starts a roulette game. ... Step S7 [0076] Random number table 2D of 
control means 2 is used for this roulette game, and lottery processing concerning a 
gap in hit/ of the roulette game is performed in it by control of control means 2. ... 
Step S8 [0077] The result of the aforementioned lottery processing judges any of a 
gap hit/is based on the data which were able to be obtained from random number 
table 2D. ... Step S9 [0078] Not only in the judgment of a gap but a hit, in the 
aforementioned step S9, hit/is determined based on the data which were able to 
obtain [ the ] which capacity it hits, and it comes out and is acquired from the 
aforementioned random number table 2D. ... Step S10 [0079] And the display of a 
lottery result, and in a hit, the display of the acquisition capacity is performed by the 
display means 5. ... Step S1 1 [0080] In Step S9, it displays having become the blank 
in the case of the blank on the display means 5. ... Step S12 [0081] In the 
aforementioned steps S1 1 and S12, after the display of a gap is performed to the 
display means 5, a waging-war game ends hit/. 

[0082] With the form of this operation, although it becomes as selectable by the 
selection input of a player, whether as mentioned above, the capacity acquired 
according to a waging-war result chooses from the capacity of a losers operation 
character, or the lottery by roulette determines Although you may make it not only 
in this but all take from a loser's main operation characters, because it took, such 
when it carries out When capacity needed does not exist in the capacity of a value 
In order to make easy to offer **** with fear of not making the game player 
participate in the a lot of people play which may perform a waging-war play, and 
environment where anyone participates and a game can be performed It is desirable 
to enable it to obtain by the lottery which was mentioned above, even if it is the 
capacity it is incapable in a loser s main operation characters. 
[0083] Moreover, the trade of the capacity in the form of this operation There is 
nothing for which the capacity data concerning capacity itself are actually taken 
from a loser's main operation characters (the capacity data taken from a partner's 
cartridge 6 are deleted). The capacity data beforehand prepared the game program 
in a cartridge 6, and into the character ROM Although it is made usable by rewriting 
the capacity table of backup memory 6A or is directing that made use improper and 
exchange of capacity was performed virtually, not only this but actual capacity data 
can be transmitted and eliminated, and capacity data can also be traded. 
[0084] Furthermore, as the appearance of a character which newly acquired the 
aforementioned capacity does not change immediately, it is made for a partners 
strength not to make it clear by the appearance by having acquired the capacity. 
[0085] 

[Effect of the Invention] According to this invention explained above, it has the 1st 
game and 2nd game from which a kind differs. Efforts increase the capacity of an 
operation character honestly in one game. The result of the game obtained in the 
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1st game of the above by the 2nd game was called scramble. It becomes possible to 
offer the storage with which the program which can perform the game control 
method that the trade which employed efficiently the property of the electronic 
game that electronic data are easily rewritable can be performed, and the method 
concerned was memorized. 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not 
reflect the original precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] It is the hard block diagram of the game equipment which applied the 
game control method concerning this invention. 

[Drawing 2] It is the outline functional block diagram of the control means in drawing 
1 . 

[Drawing 3] It is drawing showing change of two steps of appearances of the main 
operation characters A and B. 

[Drawing 4] It is drawing showing change of five steps of appearances a factice's 
operation characters C and D. 

[Drawing 5] It is the game system schematic diagram of an a lot of people 
participating play. 

[Drawing 6] It is the flow view showing the game flow of a waging-war game (the 2nd 
game). 

[Drawing 7] It is explanatory drawing showing a capacity trade screen. 

[Drawing 8] It is the setting screen of a target setup (role assignment directions) in 

a factice's operation character. 

[Drawing 9] It is the flow view showing the game flow of a treasure-hunting game 
(the 2nd game). 
[Description of Notations] 

1 ... Game Equipment 

2 ... Control Means 
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2A ... Game control means 
3 ... Game Input Means 

5 ... Display Means 

6 ... Memory Game Cartridge 
6B ... Game program 

A, B, C, D ... Operation character 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
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3.1n the drawings, any words are not translated. 
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[Drawing 1] 
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[Drawing 2] 
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[Drawing 3] 








[Drawing 7] 
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[Drawing 8] 
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[Drawing 9] 
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